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CARTRIDGE INSTRUCTIONS 
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■ For one or two players 


' Select Irom four skill levels 
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Plays like the PEPPER W" arcade game! 



GAME DESCRIPTION 




There's plenlyal faslen-ating action In Coloco'a PEPPER II™ 
IrornExidy™. Guide your Peppor angel up the track. It's like a 
zipper! Zip all the tracks around a room, then zip an entire 
mare! You can zip through tour different mazes, then try (our 
more, only this time the tracks can disappear! ' 

Bui PEPPER ir M Is still more tricky. Roaming Eyes rush afier 
you tram every maze exit. A Zipper Ripper unzips all the 
tracks t hat don' t surround rooms. What's a poor Pepper a ngel 
to do 7 Enclose a room containing a pitchfork or a magic box 
and briefly change into an Eye-catching devil! The fun can gel 
only wilder as this crazy-maze game zips on' 



GETTING READY TO PLAY 



GAME 

CARTRIDGE 




HE5ET BUTTON 



COLECOVISION '■ 
CONSOLE 



Make sure Ihe COLECOVISION'" console is connecled to 
TV and power supply is plugged Into the console. Then 
plug Ihe power supply inlo a 110/ 1 20 volt AC outlet. 

TV should bo on and luned to Ihe same channel as the 
Channel Select Switch on the console. 

To play one-player PEPPER II '", use the cont rolle r in Porl 1 
(Ihe roar |ack). To play Iwo-player PEPPER ll' u , use- both 
controllers. 

ALWAYS MAKE SURE COLECOVISION'" UNIT IS OFF 
BEFORE REMOVING OR INSERTING A CARTRIDGE. Turn 
Off/On switch lo On after cartridge is inserted. 
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USING YOUR CONTROLLERS 

NOTE: For a one-player game, use the controller plugged 
into Port 1 . For a two-player game, Player 1 uses the controller 
plugged into Port 1. Player 2 uses the controller plugged into 
Pod 2. 



COMTHOL — 4^"" 

STICK J-^g 

SIDE 
BUTTON 


V ^ SIDE 
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- KEYPAD 





1. Keypad: Keypad Buttons l-B allow you lo selacl the Game 
Option you want to play. Pressing *af ter a game al lows you 
to replay the same Game Option; pressing » alter a game 
allows you to return lo the Game Option screen. 

2. Control Stick: Pushing the Control Stick in any ot tour 
directions (up. down, lett or right) causes Pepper to move 
In the direction selected. 

NOTE: Side Buttons are not used In PEPPER II™. 

HERE'S HOW TO PLAY 

NOTE: if you are playing a two-player game, players take 
turns. Player 1 begins, and each turn lasts until the player's 
Pepper is eliminated. 

Choose your challenge. 

Press the Reset Button. The Title screen appears on you r TV 
Wait (or tho Game Option screen to appear It contains a list of 

game options, numbered 1-8. 

Skill 1 is the easiest level, suitable for beginners. 
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Skill 2 action is faster than Skill 1. but not as 

demanding as the arcade game. 
Skill 3 plays much like the arcade game. 
Skill 4 is more challenging than the arcade version' 

Select a game option by pressing tho corresponding number 
button on either controller keypad. 
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ENCLOSED ZIPPED PEPPER 
BOOM TRACK ANGEL 



Zipping down the track. 

Pepper zips to the tirst intersection and stops. Push the Con- 
trol Slick In the direct ion you want Pepper to go. Pepper won't 
move through a turn unless you push the Control Stick in the 
direction ol the turn. To zip down a new track r push the 
Control Stick just as Pepper reaches an intersection. Pepper 
moves fast, You move (oat, too! r 



Zip a (rack, zip a room! 

You enrn poinls each lime Peppsr reaches an intersection. A3 
Pepper speeds along a Iresh track, the trac* zips up! When 
Pepper zips all Ihot rocks around a room, the room fills with a 
COlOrful pattern and you earn more points. But watch where 
you're going! Popper unzips dipped tracks when they don't 
fully enclose a room. 
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Gonna gitcha! 

You've had a lew seconds to adjust. Now the Roaming Eyes 
enter ttie maze. Don't touch thorn! They eliminate Popper on 
contact See that super speedy green character ( Skills 2-4 



only)? Thai's ihcZlpper Hippflr. sworn lo unzip all Iho tracks 
thai don't fully enclose a room. Nasiy! Keep clear of the 2ip- 
por Ripper, too. because he'll eliminate your Pepper angel. 

A devilish idea. 

Can't stand lo be chased? Enclose a room containing a 
pitchfork and lurn Ihe tables on your pursuers! The tracks 
change color, the music plays and angel Pepper briefly 

changes into a Pepper devil. Oevii Pepper eliminates every 

pair of Roaming Eyes it catches, and you earn points' Plus, 
the2ipper Ripper can't move while Pepper's devilish. If it's in 
your way, run right over il! 

Whoa! 

When those lew moments of victory are used up, the music 
stops and Ihe tracks change color again. The Roaming Eyes 
and Zipper Ripper will be looking tor revenge. So be clever 
After those few devilish seconds, keep your distance! 

Watch the magic box. 

See that room in the center ot the maze? Sorrielirnes t Jiers 's a 
pitchfork in it. Other times there's a little green box. Enclose 
this room while the box Is displayed and angel Pepper 
becomes a devil again. But when Pepper changes back, the 
Zipper Ripper quits the maze for a short time 

Bonus prizes. 

W hat's a salety pin or a hammer doing in some of the rooms? 
They're bonus prizes. Each lime you enclos-e a bonus prize 
room, the bonus prize is dis played In the Bonus Prize Indica- 
tor. You earn 9-10 points times Ihe number ot bonus prizes 
you've earned in the game! 

Next maze. 

Don't I ike the maze Pepper's in? There's an exit on each of the 
maze's tour sides Zip out (he exit and presto! Pepper enters a 

new maze with new bongs prizes, pitchfo rks and a magic box. 

Oh yea, Ihe Roaming Eyes and Zipper Ripper will Join Pepper 
shortly! 



Back so soon? 

It you return to a maze right after leaving II, almost nothing 
about the maze changes. The Roaming Eyes and Zipper R ip- 
per are waiting tor you. However, all Ihe zipped tracks that 
didn't fully enclose a room are unzipped. 

But it you wait a few seconds before returning, your oppo- 
nents are gone! Zipped tracks thai didn't fully enclose a room 
are unzipped again. But now you've got time to zip while the 
Roaming Eyes and Zipper Ripper await their cuesl 

Speed, speed, speed! 

Try to complete the maze as quickly as possible. The longer 
you take, the (aster your opponents go! 

Enclose all the rooms. 

When you enclose all the rooms in a maze, you win more 
bonus pom Is, When you enclose all the rooms in all four 
mazes in a play level, you earn Super Bonus points. 

Now the game gets serious 1 In the next play levels, Ihe tracks 
can disappear, leaving only fhe intersections and your mem- 
ory to guide you! But life has some pleasant surprises. Now 
when you enclose Ihe magic box room, all Ihe Roaming Eyes 
leave the maze. And in a matter of moments, the Zipper Rip- 
per leaves, tool 

Starting over. 

Press * 10 replay PEPPER II™ Game Option thai you have 
been playing. Press it lo go back to the Game Option 
screen. 

NOTE: The Resel Button on Ihe console "clears" the game 
memory .It can be used to start a new game at any time, and 
can also be used in the event o( a game malfunction. 



SCORING 



You oatn 10 pointseach time Pepper reaches an intersection. 
You earn points each time Pepper encloses a room . Every 
roo m has a dllfe renl value (displayed above Pepper when 1he 
room is enclosed). You are also rewarded (or eliminating pairs 
of Roaming Eyes. 

Pepper eliminates Roaming Eyes: 

First 100 points 

Second 250 points 

Third 400 points 

Fourth 550 points 

Each additional pair of Roaming Eyes eliminated during a 
devilish phase is worth 150 points more than the previous 
pair. 







BONUS PHIZES 








Pepper enclose 
910 flashes one 


5 first bonus prize ro 
e onscreen. - . . You 


om: 

earn fllO points. 


Second bonus prize room: 

910 Hashes twice onscreen. . . . You earn 1820 pointss. 


Third bonus prize room: 

910 (lashes three times You earn 2730 points. 



For each additional bonus prize room. 910 points flashes one 
more time. You earn 910 points limes the number of bonus 
prize rooms you have enclosed. 

BONUS POINTS AND BONUS PEPPERS 

When Pepper encloses all the rooms in a maze, you w in 7000 
bonus points. When Pepper encloses all lour mazes In a play 
level, you win 15.000 bonus points and a bonus Pepper! 

You get live Peppers to start in games played at Skill Level 1. 
and throe Poppers in games played at other skill levels. 



THE FUN OF DISCOVERY 

This'nr.tructifin booklet will provido tho basic information you 
need to get started playing PEPPER \V, but it is only the 
beginning! You will find thai this cartridge Is full of special 
features that make PEPPER IP" exciting every time you play. 
Experiment wilh different techniques — and enjoy the game! 



90-DAY LIMITED WARRANTY 

Coleco warrants to tha original consumer purchaser in 
the United States ol America that this video game cartridge 
win be Iree ol delects in materia I or workmanship for 90 days 
from the date ol purchase under normal in-house use. 

Coleco'ssole and exclusive liability lor defects in mate- 
ria I and workmanship shall be limited to repair or replacement 
at its a uthorlzed Coleco Se rvice Station . Th is warranty does 
not obligate Coleco- to b ear the cost of transp orlallon charges 
in connection with the repair or replacement ol defective 
parts 

This warranty is invalid il the damage or defect is caused 
by accident, act ol God, consumer abuse, unauthorized 
alteration or repair vandalism, or misuse 

Any implied warranties arising out of the sale of the 
vldeo game cartridges including the implied warranties of 
merchantability and fitness for a particular purpose are lim- 
ited to the above 90 day period. Coleco shall In no event be 
liable for incidental, consequential, contingent or any other 
damages. 

This warranty gives you specilic legal rights, and you may 

have other rights which vary from Stale to State. Some stales 
do not allow the exclusion or limitation of incidental or con- 
sequential damages or limitations on how long an implied 
warranty lasts, so the above (Imitations or exclusions may not 
apply to you. 
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SERVICE POLICY 

Please read your Video Game Owner's Manual carefully 
before using the product. If your video game cartridge fails to 
operate property, please refer to Ihe trouble-shooting check- 
list In the Owner's Manual for your particular video system. If 
you cannot correct the malfunction after consulting the trou- 
ble-shooting checklist, please call Customer Service on 

Coleco's toll-free service hotline; 1-800-842-1225 nation- 
wide. This s-ervice is In operation from 8:00 a.m. lo 5:00 p.m. 
Eastern Standard Time. Monday through Friday. 

If Customer Service advises you to return your video 
game cartridge, please return It postage prepaid and Insured, 
with your na me. address, proof of the date of pure hase. and a 

brief description of the problem to Ihe Service Station you 

have been directed to return it to by the toll-free service 
Information. If your cartridge is found to be factory defective 
during Ihe first 90 days, it will be repaired or replaced at no 
cosl to you. If the cartridge is found to have been consumer 
damaged or abused and therefore not covered by the war- 
ranty, then you will be advised, in advance, of repair costs. 

It your cartridge requires service after expiration of the 
90 days Limited Warranty period, please call Coleco's toll- 
free service hotline for instructions on how to proceed: 
1-8Q0-84M225 nationwide. 
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Pepper II 1 " Is the Irademark ol Exldy, Inc. 1982 Exldy. Inc. 

Package, Program and Audiovisual ' 1983 Colcco Indus- 
tries. Inc. Amsterdam, New York 12010 
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